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WARNING 

READ BEFORE USING YOUR PLAYSTATION™ GAME CONSOLE 

A very small percentage of individuals may experience epileptic seizures when 
exposed to certain light patterns or flashing lights. Exposure to certain patterns 
or backgrounds on a television screen or while playing video games, including 
games played on the PlayStation game console, may induce an epileptic seizure 
in these individuals. Certain conditions may induce previously undetected epilep¬ 
tic symptoms even in persons who have no history of prior seizures or epilepsy. 
If you, or anyone in your family, has an epileptic condition, consult your physician 
prior to playing. If you experience any of the following symptoms while playing a 
video game—dizziness, altered vision, eye or muscle twitches, loss of aware¬ 
ness, disorientation, any involuntary movement, or convulsions—IMMEDIATELY 
discontinue use and consult your physician before resuming play. 

WARNING TO OWNERS OF PROJECTION TELEVISIONS 

Do not connect your PlayStation game console to a projection TV without first 
consulting the user manual for your projection TV, unless it is the LCD type. 
Otherwise, it may permanently damage your TV screen. 

HANDLING YOUR PLAYSTATION DISC 

• This compact disc is intended for use only with the PlayStation™ game console. 

• Do not bend it, crush it or submerge it in liquids. 

• Do not leave it in direct sunlight or near a radiator or other source of heat. 

• Be sure to take an occasional rest break during extended play. 

• Keep this compact disc clean. Always hold the disc by the edges and keep it 
in its protective case when not in use. Clean the disc with a lint-free, soft, dry 
cloth, wiping in straight lines from center to outer edge. Never use solvents or 
abrasive cleaners. 
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THE STORY 

Late one night (then the rest of Paradise faffs is asleep, Zack and his 
twin sister Hannah read a poem about the Swagman and his grue¬ 
some gang of Night Terrors. It tells of hois these sinister characters 
emerge from their twisted, had-dream landscape - The Terrortries - 
to spread nightmare-inducing Oream-Ssh on sleeping folk. 

Os Zack and Hannah read this, a rush of wind and a noise from the 
window freer.es them in alarm. Out a soft fight illuminates the room 
around them and as theg turn, theg see a Oreamflg sprinkling 
Oreamdeu) into their room. The kids rush to the window, (matching as 
she flies hack off across town. 

Out hunched in the darkness on the hough of a tree is the Otoagman. 
Reaching his crooked hand up toward the Oreamflg, he captures her 
in a swarm of Oream-Osh. She is fated to the imprisonment of one of 
his hell-jars - just like the other eleven members of the OreamfUqht. 
(dith them imprisoned in this caag, the Oioagman can safe/g send his 
Terrors through the portals between his and our world to extend the 


boundaries of the Terrortries. (dithout the Oreamflight to neutralize 
the bad dreams coiling through sleepers' minds, theg will never 
waken from his nightmares. 

Os Zack and Hannah witness this from their bedroom window, a loud 
splintering sounds from the landing and the kids hide in fear... 

The landing floor fractures open - a red glow rising from the pit with¬ 
in as the green skull of a Skal/gwag peers out triumphant/g. 0 gang 
of these Night Terrors invade Zack and Hannahs room - stealing 
their favorite possessions, including Zack's bug collection. 

One Ska/lg however, senses Hannah hiding in the wardrobe and 
wrenches the door open. Conjuring a greasg silver ball from his 
hand, he rolls it hgpnotica/lg over his fingertips - then hurls it into 
Hannah s face. The hall breaks into a smokg cloud around her... 

Ond to Zack's horror, his sister is shrunk under the spell - impris¬ 
oned within their tog bird-cage - dolefullg hanging on its perch as the 
Skaflgs tumble, snickering out from the room. 

Os theg leave, the box of Zack's bugs faffs from one of their sacks and 
the beetles scuttle awag across the floor... 



Zack knoays noay that he and Hannah are the only people aayake in the 
entire toayn - and the only oner, ayho can fiyht the Sayagman and hie 
invading army of flight Terrore. It'e up to him to free Hannah and 
then diecouer the ayhereahouts of the Good Great Dreamily and the 
eleven members of her Bream/fight, and to reecue them from the 
dutches of the Sisagman and hie terrifying Night Terrore, so that aye 
can all sleep in peace again... 

GETTING HP 



1. Set up your PlayStation™ game console according to the 
instructions in its Instruction Manual. 

2. Insert the Sioagman disc and close the disc cover. 

3. Insert a game controller and turn the PlayStation™ game 
console on. fnlloay the on-screen instructions to start a game. 




IN-GOME CONTROLS 



Rea/ (i)nr/cf 
directional buttons: 

(Ip moves the character up the screen. 

Onion moves the character down the screen. 

Left moves the character to the left. 

Right moves the character to the right. 


Triangle Sutton 

Square Sutton 
Circle Sutton 
K Sutton 

L1IL2 Suttons 
RI/R2 Suttons 
Select Sutton 
STORT Sutton 


Moving the character next to an nhjec.t such as a 
small crate, while holding the Triangle Sutton, 
out! allots gou to push or pull that object. 
Pressing the Square Sutton toil/ use whichever 
item is current/g in Zack or Hannah's left hand. 
Pressing the Circle Sutton toil! use whichever 
item is utrrentfg in Zack nr Hannah s right hand. 
This is the jump button. Tap the button for a 
small jump and hold it down for a higher one. 
Sewarel Landing on enemies does not kill them, 
but takes Zees (energy) a wag from gou. 

Use either of these buttons to toggle control 
between Zack and Hannah. 

Hold either down in conjunction with the 
Directional buttons to slow down and walk. 

Press nncM to access the inventory screen. Press 
again to return to gamepfag. 

Pauses / resumes game. 



Dream (Doric/ 

Directional buttons: 

(Ip moves (he breamheast up (he screen. 

baton moves the breamheast doton the screen. 

Left moves the breamheast to the left. 

Right moves the breamheast to the right. 

button This button controls Zack's fire-hreath attack 
and Hannah's Laser Lges. (dhi/et holding dnton 
this button, the left and right birectional buttons 
can he used to turn the beast’s head. 

Square button This button delivers Zack's Rotter Punch and 
Hannah's C/att Ripper. 

Triangle button This button is used far Zack's Mega-butt and 
Hannah's Pirouette. 

X button This is the jump button. Tap the button for a 

small jump and hold it dattn for a higher one. 
bettarel Landing on enemies does not kill them, 
but takes Zees (energg) a stag from gnu. 


Hannah can perform a superjump if the X 
button is pressed tioice in succession. 

L t/L2 buttons Ha function in this Mode. 

R1/R2 buttons Ho function in this Mode. 

SELECTbutton Ha function in this Mode. 

START button Pauses / resumes game. 


M£HU / bPTIbH 
SCREEH CbHTRbLS 


Use Up and baton on the birectional buttons to navigate and the X 
button to select throughout all menus. The START nr X button also 
quits fMO sequences. 

Use Right and Left on the birectional buttons to toggle through indi¬ 
vidual categorg options. 

Use the Triangle button loifhin the menu screens to take gnu back to 


the previous screen until gnu arrive back at the Title Screen. 




STORTING THE GOME 

It in advised that you do not insert or remove peripherals or Memory 
Garde once the potter hae been turned on. 

follnttiny the Sony, Lidor. and Gore Oesign screena you (till then he 
ohaitn a chart introductory fMO sequence. fallowing thir. sequence 
you (till fte preeented ttifh: 


If you are p/ayiny the game for the first time or do not have a mem- 
ary card, the first time you arrive at this screen all eight slots (till 
read Nett Game. 

If you have Saved Games, they (till he displayed as a location 
description . 

OPTIONS SCREEN 


TITLE SCREEN 

The options available to you here are: 

STURT GOME Takes you to the Game Slot Screen 

OPTIONS Takes you to the Options Screen 

GOME SLOT SCREEN 

Here you may highlight and select the game you (tish to load from 
one of eight game slots. 


The options available to you here are: 

SOI/NO OUTPUT Stereo (default) / Mono 
SEX VOLUME Off! but / Medium / High / full (default) 

SEX TEST Select effec.1 number to test 

MUSIC VOLUME Off/Lrut / Medium / High / full (default) 

MUSIC TEST Select track number to test 

CONTROL SETTING Select and (jo(( (till be presented(tith S pro -set 

central configurations. Selecting your desired 
setting (till return you to the Options Screen. 
EXJT Select to return to the Title Screen 



Sf)()E GCME 

Make sure that there are enough free Macke an your Memory card 
hefare commencing play. 

'Please note that if you da not have a Memory card you mill not he 
ah/e to save your game.’ 

Opening the Scarab Cheats throughout the game mill not only pro¬ 
vide you mith invaluable information vital for completing the game 
hut also certain cheats mill include Save Came prompts, if you have 
a Memory card inserted you mill he asked if you mnidd like to save 
your game at that point. Please note that if you do not have a mem¬ 
ory card inserted you mill lose all Saved Came information mhen 
smitching offyour console. 

Your full game configuration mill he saved mithin the Sat>e Came. 


WITTING THE GOME 


liihi/e playing the game, you can return to the Title Screen by press¬ 
ing the Start Sutton (to pause the game) then by pressing the Sc/er.t 
Sutton and falloming the on-screen prompts. 


THE GGME 



The game is basically split into tmo 
main areas - the Real (lior/d and the 
nightmare lands of the Terrortries. 

You must explore both lands if you 
are to free the Qreamflight and 
return the Rea! (Sor/d to normal. The 
Terrortries can be accessed via the 
Mirror (Snips. The Mirror (Sarps look 
very similar to normal, everyday mirrors 
and are normally found in the same 
places, e.q. in a bathroom. 


SCR££N DISPLfiY 



(tlho.n Znck/Hannah have passed through a Mirror (dorp into the 
Terrnrtrier. (and have tranoformed into the Dreambeast), the Screen 
Disp/ag mill change. The special items collected hg the tmins cannot 
he used and their current on-screen icons are replaced mith their 
Dreambeast head icon. 


DR£fiMD£(d 
firm DR£fiM-fiSH 

Dreamdem is the magicji/tg enlivening h/ue moisture that falls from the 
Mings of the Dreamflight to transform Nightmares into Good Dreams. 
The Smagman, on the other hand, deals death mith his Dream-fish. 
Dreamdem is a vital aspect in the game. The p/ager must keep 
Zack/Hannahe on-screen Dem liar icon topped up mith Dreamdem 
if theg are to successfullg negotiate and subsequent/g complete 
the game. 

(dhen ZacHHannah battle their mag through to a Dreamflight mem¬ 
ber, he/she must lirst/g find some mag of destroging the Guardian. 
Then theg must destrog the belljar to set the Dreamflg free. 

In order to rescue a Dreamflight member, Zac.k or Hannah must first 
venture their (sag through Limho. Dnce complete theg must smash 
the belljar imprisoning the Dreamflg, in return she mill marp Zack 
and Hannah to the next area. 




















INVENTORY PANEL 
CDNTRDL 

Thu Inventory panel in the place where you can select certain ahjecto 
to either use or swap between the two charactero. Some epecial 
itemr, however are specific tojust one character. 

(iiithin the inventory are two highlighted slots for each of the ftao char¬ 
actero, there represent the itemc currently held in their left and riyht 
handn. To place an object in a hand or pace an object to the other char¬ 
acter, uee the Directional buttons to move the arrow cursor over the 
desired object - then press the K Dutton to pick it up. Move the object 
to the desired slot and press the X button once ayain to drop it in. 
Here is a list of items that you will come across on your travels: 

The follotoing items do not require Dreamdew to make them work: 

Dreamcharyed flashlight: 

This is ZackJHannah s main/default weapon in the yame, The player 

* 


can use the fia.-.hliyht, not only to attack Niyht Terrors, but also to cut 
throuyh underyrncoth and curtains pulled across doors. 

Zack e f lying Disc: 

(Dorks like a boomerang. It also homes in on any on-screen Terrors. 
Hannah’s Ya-ya: 

Hannah can use the yo-yo to bash the Terrors. Abe can also use 
it to grab items that are out of her reach, or flip-switches in hard- 
to-get places. 

Cherry Dnmhs (both characters): 

These explode on impact and can be used to blow up crumbling 
(oallsJfloors and some Terrors. They can also damage Zack/Hannah 
if he/she is standing ton near when they explode. 

The following items use up Dreamdew while they are in operation. If 
the player has not filled up his Dew Dor with Dreamdew, they will not 
be able to use these items: 





Zack's Jet Sneakers: 

These give Zack extra speed and jumping pouter. 


Hannah s Lightning Glove: 

This tweapon harnesses the pouter of the elements destroying 
everything on screen. The glove also protects her from the 
effects of electricity. 

BPEAMSEAS T f) TTACKS 

Zack's fire Sreath - This blasts out a stream of white hot Homes. 

Hannah s Laser Lyes - These emit a concentrated beam of retina! 
energy, toasting any Terror in sight. 




(dARP/HG CIRCLES 
f)HG THE OARP/HG MARALE 


Idarping Circles allout the player to h)arp Hannah to Zack's present 
position or vice-versa. 

(harping Circles cannot be accessed unless: 

(1) The selected character is standing on a Circle. 

(2) The (darping Marble icon is selected. 

SPECIAL ITEMS 

Kayo: 

Certain interiors will have locked doors which can only be opened by 
finding and using keys. 

Pressure Pads: 

Some areas contain doors that cannot be opened by finding a key 







and usually a Pressure Pad mill he clone by. To activate the pad, sim¬ 
ply stand on it - this mill raise/open the door. Steppiny off the pad mill 
de-actiuate it, causiny the door to lamer/clase. This problem is solved 
by takiny control of the other character and moviny him/her onto the 
pad thus re-activatiny it and a/lotiu'ny one character to pass throuyh 
into the next area. 

umo 

Gefore each level Guardian is L/MGG... 

Limbo is the yamniny void mhich surrounds the Smayman's 
Terrortries. It is Uttered mith chunks of earth, some of mhich mill 
crumble amay underfoot, plummetiny you into the abyss belt wi». Here, 
the Scarab miff be able to order your buys to r.hru,\ you a safe route 
across. Make sure you have enough buys to yet all the toay across 
the void. The Scarab mill tell you horn many you need. 


TH£ CHGPGCTEPS 

The. Cmad Ctuya 

Zack: 

Zack is our hero. He s eiyht years old, cute and cool, and trans¬ 
forms into a pomerful Dreamhcast mhenever he yoes throuyh a 
Mirror (darp into the Terrortries. 

Hannah: 

Hannah is our heroine and also Zac.k's tmin sister, fdthouyh she may 
look smeet as pie, underneath lies her dream persona mhich she too 
transforms into mhen yoiny throuyh the (tiarps. 

The Oreamflight: 

The Smayman has imprisoned the tme/ve members of the 
breamfliyht beneath an ash-crystal be/ljar in various locations 
throuyhout Paradise falls and the Terrortries. It's the tmins'job to 
defeat the Niyht Terror Guardians, smash the be/ljars and release 
the Qreamfliyht members. 







The Dreamheasts: 

(dhen the twine enter the {hangman s Terrnrtries through the mirror 
toarps, theg are unleashed ae potent Dreamheasts with enhanced 
strength and special powers. 

The Scarab and his flag Army: 

Throughout the game, gnu must collect Zack's hug armg which the 
Night Terrors haoe stolen. The Suirah is the leader of thin armg, 
who, with his knowledge of nightmare terrain, in ah/e to give crucial 
advice at keg points of the adventure. 

The bad CiUtfS 
Green Skal/gwags: 

(dandering green skeletons who sling hones nut when theg get near 
ZadJNannah. lie ivarg of the flames that residt from the hones ‘impact ; 

Red Ska/lyioags: 

Ting scurrying skal/gs who will attempt to steal gear hamhs and take 
off with them. 


Candle Ska/lytoags: 

(dandering red skeletons are found lighting their wag through some 
of the darker areas. Keep your distance as they will hif/nw out their 
candle flame if you get too dose. 

Pumpskins:: 

A hnuncy, fire spitting, mutant Pumpkin that bounces around his 
patch until you get dose. Then he attacks, scorching you with his 
dragon breath. 

Steam Demon: 

first found in the Aasement, they will float around, homing in on the 
twins before expiring in a big puff of scolding steam. 

fire Slug: 

from the many Abysses scattered throughout the game there are 
constant spurts of fire and molten magma thrown up into the air. 
fvery so often a fire Slug will also he spewed out, it will then uncurl 
and sleuth toward Zack and Hannah. 

Sheet Thing: 

If you get too dose, these will reveal their true form, a nasty spec- 




HINTS f)ND TIPS 


Ire teHh sharp chute and a Mhipsnap tail. 

Zombie Kid: 

Theca itill either buret out from their graue or cJamher from an open 
standing coffin to attack you. 

Stony Spikes: 

They dart out of 'italic and flonrc, hoping to impale you, before liquefy¬ 
ing and retracting hack for another attempt. Some Song cpikac are 
uced ae a level pu/./.le, requiring a proccure. pad to he found before the 
cpikec ttill retract. 

Trach ScjiHijC: 

Some Sca/lyttagc hide in the trach, armed ttith a pile of hinc, kick¬ 
ing them hack and forth heftteen each other. The beet May to deal 
ttith these is by simply dodging them. 

Cactus Spies 

St first glimpse normal cacti, hut tthen you turn attay from one, he 'll 
scuttle after you, if he gets too near to you, Cactus spikes erupt from 
his torso, slashing those vital Zees attay. 


• Don’t forget to take the flashlight from the bedroom. You can't 
leave home ttithouf it. 

• Ifyou ttish you could get out of the garden, find the tte/l 

• Don't hang around in dark corridors. Just leg it. 

• Remember, if Zack/Hannah get separated, look for the ttarping 
circles. 

• ff you don't ttanf to he stuck in U/flfiD, search the nooks and 
crannies for your bugs. 

• ff you're stuck, use your cherry bombs gratuitously. They might 
just blots you an exit. 

f/DDS HINT UN£ 

i-wo-77-ems 

(3V3G7) 

Cost of call $0. IS/minute/Must he 18 years or have parent's per- 

missiorJTouch-Tone phone required. 
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EIDOS INTERACTIVE LIMITED WARRANTY 


EIDOS Interactive warrants to the original purchaser that this EIDOS 
Interactive disk is free from defects in materials and workmanship for a period 
of ninety (90) days from the date of purchase. This EIDOS Interactive disk is 
sold “as is" without expressed or implied warranty of any kind, and EIDOS 
Interactive is not liable for any losses or damages of any kind resulting from use 
of this program. EIDOS Interactive agrees for a period of ninety (90) days to 
either repair or replace, at its option, free of charge, any EIDOS Interactive disk, 
postage paid, with proof of date of purchase, at its Factory Service Center. 
This limited warranty is not applicable to normal wear and tear. This limited 
warranty shall not be applicable and shall be void if the defect in the EIDOS 
Interactive disk has arisen through abuse, unreasonable use, mistreatment or 
neglect. This limited warranty is in lieu of all other warranties and no other rep¬ 
resentations or claims of any nature shall be binding on or obligate EIDOS 
Interactive. Any implied warranties of merchantability and fitness for a particu¬ 
lar purpose, are limited to the ninety (90) day period described above. In no 
event will EIDOS Interactive be liable for any special, incidental, or consequen¬ 
tial damages resulting from possession, use or malfunction of this disk. 

Some states do not allow limitation as to how long an implied warranty lasts 
and/or exclusions or limitations or incidental or consequential damages so the 
above limitations and/or exclusions of liability may not apply to you. This war¬ 
ranty gives you specific rights, and you may also have other rights which vary 
from state to state. 

Our HELP Line number is (415) 547-1242. Customer service is available 
Monday through Friday 9:00AM to 5:00PM Pacific Time. 




